WAT ERWORTED/ 


KIDS TO ADULTS 


AGES 6+ 


MCA\UNIVERSAL 
ИЕ 


SOLD BY 


VUE-VWEE-USA 


WARNING: PLEASE READ THE ENCLOSED INFORMATION AND 
PRECAUTIONS BOOKLETS CAREFULLY BEFORE USING 
YOUR NINTENDO© HARDWARE SYSTEM OR GAME PAK. 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT THE ESRB 
RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF 
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Seal of Quality 4 


THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO HAS 
APPROVED THE QUALITY OF THIS 
PRODUCT. ALWAYS LOOK FOR THIS 
SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 

ALL NINTENDO PRODUCTS ARE 
LICENSED BY SALE FOR USE ONLY 


WITH OTHER AUTHORIZED PRODUCTS 


BEARING THE OFFICIAL NINTENDO 
SEAL OF QUALITY. 


A WARNING 


This product MUST NOT be used by children under the age of seven (7) years. Artificial stereo vision 
displays may not be safe for such children and may cause serious, permanent damage to their vision. 


Before using Virtual Boy, carefully read the Virtual Boy Instruction Booklet and the Consumer 
Information and Precautions Booklet. Make sure before playing that you correctly adjust the hard- 
ware, including the IPD and FOCUS. Do not play if you are feeling tired. Discontinue use immediate- 
ly if you feel dizzy, nauseated or tired or if your eyes hurt or become strained. Do not use unlicensed 


or counterfeit games. Failure to follow all instructions could injure you and cause serious damage to 
your vision or hearing. 


For additional copies of the Virtual Boy Instruction Booklet, call 1-800-255-3700 


CHOKE HAZARD * SMALL PARTS 
NOT FOR SMALL CHILDREN UNDER THE AGE OF THREE YEARS. Babies and young children could 
choke on the Virtual Boy Game Pak cover. Keep the Game Pak cover out of reach of small children. 
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Before Starting The Game 


When using the Virtual Boy, several adjustments must 
be made before starting the game. For your health and 
safety, be certain to perform these adjustments each 
time you play. If you wear glasses or contact lenses, be 
sure to wear them while using the Virtual Boy. 


Insert the Game Pak into the Virtual Boy, then turn the 
POWER switch (located at the front of the controller) to 
the ON position. When the screen pictured to the right 
appears, continue with the IPD and FOCUS adjustments. 


Press the START Button to display the “IPD and FOCUS 


adjustment screen.” Both adjustments are made using 
this screen. 
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IPD Adjustment 


This adjustment sets Virtual Boy to the distance 
between your eyes (the Inter Pupil Distance). 


While looking at the adjustment screen, turn the 
IPD dial located on the top of the Virtual Boy until 
you can see a mark in all four corners of the 
screen, as shown on the screen to the right. 


The best adjustment may allow you to see only 
three marks, or four slightly blurred marks. When 
you have completed the IPD adjustment, proceed 
with the FOCUS adjustment. 
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Focus Adjustment 


This adjustment makes sure that you see the game 
image in the Virtual Boy display clearly. 


Move the FOCUS slider to the CENTER POSITION 
as marked on the housing. For most people, the 
center position should give you the clearest image. 
If the image is still fuzzy, adjust the FOCUS slider 
right or left until the image is sharp and clear. 


Auto Pause Function 


All Virtual Boy Game Paks contain an automatic pause 
function that will cause the game to pause after about 15 
minutes of game play. When the game pauses, take a 
break and give your eyes some rest. To resume game 
play, press START. 


After completing the IPD and FOCUS adjustments, press 
the START Button and the screen pictured at the right 
will appear. The automatic pause is preset to the ON 
position. Nintendo recommends that you ALWAYS set 
the automatic pause to ON. To override the setting, use 
left or right on the L+Directional Control Pad, then press 
the START Button to advance you to the game title 
screen. 


After playing Waterworld for 15 minutes, without a 
break, the game will automatically pause. Please take 
a break and rest. After your rest is completed, press the 
START Button to resume the game. 
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Some time in the future, a shift of the earth’s polar axis has resulted in a world 
of endiess water where those who managed to survive reverted to a primitive 
form of life. All that is left is the search for dry land. 


wating cities. called Atolls, serve as a place of habitat for a simple and moral 
type of people who work to protect precious water, soil, seed and other highly 
valuable resources that are essential for their existence. 


More mobile and larger in numbers than the Atollers are a gang of pillaging 
Smokers, led by the evil Deacon. Their efforts are focused entirely on 
attaining and controlling anything and everything to build their evil empire. 


In half wrecked Atolls, the last remaining Atollers are waiting to be rescued. 
As the Mariner, your mission is to prevent Smokers from enslaving them. 

The Smokers most prized target is a little girl named Enola, who has a map to 
dry land tattooed on her back. In the game. Enola is the floating Atoller 
that flashes. If you are able to prevent Enola from being captured, 
at the end of the round the bonus multiplier will increase. 
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STARTING THE GAME 


1. Turn off your Virtual Boy. Plug a game controller into your system. 


Insert the WATERWORLD Game Pak in the system slot. 


Dress adr Button. 
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Select Start B Button A Button 


CONTROLS 


Controlling The Trimaran 


MOVE FORWARD 

/THRUST: Press the Control Pad UP. 
(You can also use the A, B, or SELECT Button.) 

MOVE 


LEFT: Press the Control Pad LEFT. 


MOVE 
RIGHT: Press the Control Pad RIGHT. 


Triggers 
(underneath) 
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Firing The Cannon 


TO FIRE: Press either Trigger Button. Up to four shots can be 
deployed at once. 


TO PAUSE 

PLAY: Press the START Button. Press again to resume play. 
Adding Additional Player(s) 

You can have up to 9 sequential players at any time. To add additional 
players, press the A Button while the game is paused. A player is added 
each time you press the button. Players switch between rounds. 

To Get a Bird's Eye View 


Press down on the directional controller during standard game play. 
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Resetting The Game 


Push A, B, Select, and the START Button simultaneously. 


Player Score 


THE GAME 


Each level starts with the Mariner 
arriving at an Atoll. Upon nearing 
the Atoll the Mariner is ambushed 
by an army of Smokers--whose 
primary focus is to capture the 
Atollers within the Atoll. 


As the Mariner, you must rescue the Atollers by any means possible. A 
round is finished when the final enemy is destroyed. At the end of each 
round, bonus points are awarded for each Atoller saved. At the start of 
each round an extra Atoller is awarded. If you lose all of the Atollers, 
prepare for the PT onslaught. These enemies are ruthless--destroy them 
to survive. 
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Your Mission 


Your mission is to destroy the Smokers and rescue your fellow Atollers 
(and Enola, of course) from the Deacon's water-bike riding vigilantes. 


Rescuing Atollers 


Once a Smoker picks up an Atoller, he will begin to flash and head away 
from the Atoll. If a Smoker successfully carries an Atoller to the edge of 
the play area, the Atoller is “captured.” 


Enemies will grab and load Atollers onto their crafts and start flashing 
when they collide into them. If you destroy a Smoker that is carrying 
an Atoller, the Atoller will be blown clear of the craft--unharmed 
and ready to be rescued. 


Once the Atoller is rescued, he will automatically re-appear inside the 


Atoll. 


Between Rounds 
After destroying the last enemy, the camera will fly up to the aerial 
vlew of the play area. From this vantage point, it is easy to assess 
the damaged battle field, and locate strag- 
gling Atollers. 


Between Rounds-Tally Mode 


You are awarded points for each Atoller 
saved, as well as various other bonuses. 
“The Enola multiplier” multiplies your 


bonus and is increased each round if she 
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is kept safe. Conversely, 
each time that Enola is 
captured, the multiplier 
is reset to “x1". Enola 
is represented as the 
blinking Atoller. 


Invincibility 

Each time you get hit, 
play will continue and 
your Trimaran will begin 
to flash--allowing you 

a brief period of 
invincibility. 


ENEMIES 


There are four types of enemies, each more dangerous than the last. 


Smokers 


Smokers are the slowest, yet the most 
pesky of the Deacon’s cohorts. Mounted 
on wave riders, Smokers are considered 
the front-line warriors of the Deacon’s 
army. 


Berserkers 


These are the Deacon’s kamikazes. Brain damaged and willing to stop 
at nothing to bury any Atoller in a watery grave, Berserkers are 
slightly faster and a little more tenacious than Smokers. 
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Thrashers 


If the Berserkers are the Deacon's kamikazes, Thrashers are his homing 
missiles. Lightning fast and capable of fantastic stunts, like 360-degree 
jumps, these hydro guerrillas use finesse and pinpoint accuracy to down 
their opponents. Watch your back! 


Seekers 


These guys are virtually unstoppable. Out for the guick defeat, Seekers 
have modified wave riders with high output engines for ripping guick- 
ness and split-second agility. Save your big guns for these psychos, and 
don't wait till you see the whites of their eyes. 
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ENEMY CRAFTS 


The Deacon has prepared his arsenal well. Not only do you have the 
Smokers to contend with, but some very crafty, heavily loaded vessels as 
well. 


PT Boats 

These boats appear when 
all of the Atollers have 
been captured. Shoot 
them to survive. 


Tracker Sharks 


Big in size with a huge appetite for Atollers, Tracker Sharks 
must be shot to be slowed down but they cannot be destroyed. 
Fortunately, these oversized sharks will retreat when the 
round is over. 
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Scoring 


Smokers: 100 
Berserkers: 200 
Thrashers: 300 
Seekers: 400 
PT boats: 0 
End of round tally 

Atollers 100 
Hands Off bonus 500 
Survival 1000 
Saved All Atollers 500 


Enola Multiplier (1x-8x) 


points 
points 
points 
points 
points 


points 
points 
points 
points 


An “Extra Life” is awarded every 


25,000 points. 


HINTS 


* When deciding who to protect, focus on Enola. By saving her, your 
bonus multiplier increases at the end of the round. If you fail to 
save her, the multiplier is reset to “x1”. 


• When you hear the alarm, a Tracker Shark is approaching! 


° Try to stall Tracker Sharks by shooting them while rescuing 
their victims. 


® Break down Atoll walls by running into them to remove obstructions. 


* Drift and shoot off angle to “sweep shoot” enemies. Using this 
technique, your first couple of shots can be used as tracers, 
while zeroing in with your final shots. 
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Technical Support 
If you have questions, our Technical Support Department can help. 

Call us at (408) 289-1411 Monday through Friday, between 8:00 a.m. and 5:00 p.m., 
Pacific Time. If your question isn't urgent, please write to us at: 


Technical Support 
Ocean of America, Inc. 
1870 Little Orchard Street 
San Jose, CA 95125-1041 


Please be sure to include the following information in your letter: Product name, Virtual 
Boy platform and a description of the problem you're having. 


LIMITED WARRANTY 

Ocean of America, Inc. warrants to the original purchaser only thatthe game pak provided 
with this manual and the software program coded on it will perform in accordance with 
the descriptions in this manual when used with the specified equipment, for a period of 90 
days from the date of purchase. If this program is found to be defective within 90 days of 
purchase, it will be replaced. Simply return the game pak to Ocean of America, Inc. or its 
authorized dealer along with a dated proof of purchase. Replacement ofthe game pak, 
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free of charge to the original purchaser (except for the cost of returning the game pak) is 
the full extent of our liability. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHERE ORAL OR 
WRITTEN, EXPRESS OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE, ARE 
LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT. 


Ocean of America, Inc. shall not be liable for the incidental and/or consequential damages 
for the breach of any express or implied warranty including damage to property and, to 
the extent permitted by law, damages for personal injury, even if Ocean of America, Inc. 
has been advised of the possibility of such damages. Some states do not allow the exclu- 
sion or limitation of any incidental or consequential damages or limitation on how long an 
implied warranty lasts, so the above limitations or exclusions may not apply to you. 


This warranty shall not be applicable to the extent that any provision of this 

warranty is prohibited by any federal, state or municipal law which cannot be 
pre-empted. This warranty gives you specific legal rights and you may also 
have other rights which vary from state to state. 


Ocean of America, Ine. RON 
1870 Little Orchard St 
San Jose, CA 95125-10 3 


CHECK IT OUT ONLINE: м” 
http://www.oceanltd.com 
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